The Corruption 


Look, Pick One: 
e Man, Woman, Androgynous, Monstrous, Gross 
e Collapsed Eyes, Haggard Eyes, Diseased Eyes, Rotting Eyes 
e Rotting Clothes, Dated Clothes, Dirty Clothes, Infested Clothes, Unfitting Clothes 
Ratings, Pick One: 
e Cool +1, Tough +2, Charm +1, Sharp -1, Weird 0 
Cool +2, Tough +1, Charm -1, Sharp 0, Weird +1 
Cool -1, Tough +2, Charm +2, Sharp -1, Weird +1 
Cool +1, Tough +1, Charm +1, Sharp -1, Weird +1 
Cool -1, Tough +1, Charm +2, Sharp -1, Weird +2 


Origin 
| wandered across an Artifact, and it told me to Squirm 
| was infested by my fears, and accepted defeat 
| was chosen to corrupt the world, and born this way 
| don’t know, it just happened 
| was chosen by the squirming as a host 
| was once swarmed, and it stuck with me forever 
| merged with something else and now we are one 
| was reborn by another Avatar 
| have always existed this way 
The rot promised to love me, and | accepted it openly 
The Fear That You Are 
The Fear of Corruption 
The Fear of Disease 
The Fear of Filth 
The Fear of Revulsion/Disgust 
The Fear of Things that Cause Repulsion/Disgust 
The Fear of Bugs 
The Fear of Rodents 
The Fear of Unhealthy Love 
Corruption (pick 1-2 
Bugs 
Rot 
Disease 
Infection 
Fungus 
Clutter 
Filth 
Rodents 
You Get All the Basic Moves, Plus Two Corruption Moves. 


You 


= 


Swarm: You can scatter into a swarm of your corruption, and scatter to the wind. On a 10+, you 
successfully scatter, leaving the scene and returning at the beginning of the next one. On a 7-9, 
you take 2-harm from being squashed by passersby and targets, but manage to leave the 
scene, returning at the beginning of the next one. On a miss, you aren’t able to leave the scene, 
and will have to regroup before you can do anything else. 

Plague: You can kick some ass to inflict a random number of targets with your corruption. On a 
10+, roll 3d6, take the highest number, and inflict that many targets of your choice. On a 7-9, roll 
1d6, and inflict that many targets of your choice. On a miss, you fail to inflict anyone. You must 
inflict the number of targets you rolled. Each round, inflicted targets have to act under pressure 
to avoid harm. On a 7-10+, they resist the infliction. On a miss, they take 1-harm. The infliction 
lasts until the Corruption is either incapacitated, uses this ability again, or chooses to end the 
infliction. 

Hive: You can use magic to conjure a minion capable of accomplishing basic tasks, including 
attacking (1-harm intimate). On a 10+, you successfully summon one, and they also get one 
Corruption Move. On a 7-9 you successfully summon one, but they don’t get any Moves. Ona 
miss you fail to summon any. The minion has 2 hit points, and takes on a form similar to your 
corruption. 

Bug: When you make contact with something, you can choose to plant a small tracker of some 
sorts on the subject that will track them until you use the ability again, or the tracker is somehow 
killed or removed. The bug takes the form of your corruption. The tracker has 1 hit point. 
Disinfect: You can provide medical aid to attempt to rid someone of an infliction, such as 
poison, sickness, infection, parasites, or something such as a bug or small rodent, or filth. On a 
7-10+, you eradicate the infliction. On a miss, the pest remains relatively unharmed 

Agape: You can manipulate someone to share your all consuming love with them. On a 10+, 
they become a host for your corruption, and they can communicate telepathically with you from 
any distance. On a 7-9, they become a host for your corruption, and can communicate normally. 
On a miss, they become a host for your corruption, and lose the ability to communicate. At the 
beginning of each scene, they take 1-harm, unless cured. If a host dies in this way, they become 
a minion with one Corruption move. 

Infest: You can infect someone with your corruption. You can only infest one target. While a 
target is infested, you can exchange hit points with them, gaining hit points and causing them to 
lose the same amount, or vice versa. 

Gear 

Pick 1 Weapon 

Diseased Scalpel (1-harm intimate magic small) 

Needle (1-harm, intimate life-drain small many) 

Branch (1-harm hand) 

Brick (2-harm hand messy) 

Small Knife (1-harm hand many messy small) 

Taser (1-harm hand restraining) 


